ead ye well seeker, 
this ancient grimoire 
of lore and Knowledge of 
days afore . . . Study 
these runes and learn 
ye these ciphers -and 
mayhap ye shall solve 
the riddle of the Faery 
Tale Adventure... 
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Section 1 



A-CLrcU of Stimcs #2-. 

B —Ttvt TDrcufim s Cclxtc-. XVLtfiin Lies t/te /Haxjic Wa*ul 
cltuL Treasure 



1 



- W5 



Circle, erf Stands 




1 




Section 2 

Well {2 dir jilt, cfriess what? T^ere is rurtking ^ere. yent 
nuu£ ensurwvkzr mxmstcrs or ^ou, rrui^Jlrvd trexLSHrc. 
yon, ynight also- ejnx^nmtcr cl grtmut cUm! of ircrrtuhrnv. 
Tttxubs th& ^r^ee tn^e (m%S for axLveJitLtrc. 
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Section 3 



A—Ttte Qr£staL Palaee. Here results the Sorceress* 
B -Circle ofStome #3. 
C-Cvast Keep.. 




Crystal ValcLce, 





Section 4 



A— Circle of Starves #i< 
B—CircLz of Stcmcs 

C~ A CCLXTC. A HroV tXT YVOwA\,eX^. 

TJ — A C^Lv^e. Avtr^ ontfrorrv the, (tyjici^axuL rruuz^. 
E — Quioks anxl. It is cl tricky entrance- 
I — North KejLjx. 
G — Turt/ e VoinJt. 




Circle of Stones 




Section 5 



A— A caxre. A vtra^ crui: err tfe 
B— A coA^e. Aw-cl^ i*v or invt. 

C-TkeWLtckes' CdstU. Witkiyv resiles tkeWLtek- 
She hjrLcLs ttve /Hagie Lasscr. "Ncr trespassing* 
VurLa±ars will (rexurnve to-aAsV 

T)~ Circle of Stirpes #5. 

E-The Ogres T)etv. Treasure caw (refruruL here. 

F— GiaxLe Keep-. This Keep, is usually full of Treasure! 

Q—\Vestkoil Keep. 
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Section 6 



A— An, OLcL Firrcfcrttejv SnrLvuL . . . nxrtJxiruf Uxr 
B-CircU of Starves #/• 
C— An Oasis- 




Oasis 




Section 7 



A -East Keep. 

B— Art iscrlateA aafrirt caLLeJ, Sw^arrt^ CaJrLrv- 
C-Arv Oasis. 

'D—A CAr(r(rLestcrrveL diasnxnvcL. XVitfiLrv it stands cl 

wis crrvarv whjx ftas wirrcis oj-nris(hrnt txr gixre^ txr ^cr^t. 
E— JLakj^siAe. Kee^L. 




Oasis 



Section 2 



B—VVayj-arer s ln*v* 





Section 9 



A-CliffKe^. 
B-CircU ofStcrrvcs *G. 

C—Xftc cit^ oj-~TarnJrr£. A f^Utce. ta rest asuL stvak. vtfx cm 
T>— A Qrcure^arcL. Are, yait brcrkjLnxf jxrr cl jig fit! TDcr it 
E— A Lrct cxlL-uv. 





Section 10 



A— T(te VermlLLurn /Vianvr. 

B — T^te Wataktoyirer. A Lrruf vira^ tir travtL, (net/ within 
lies cl vltcv^ tir cross ttte, trceon- 




VermiLLuxn /Vlarurr 



En 




Wak/i "TxrH/er 




Section 11 



A— Art Oasis* 

B —An cnjjdyiruj fortress calLexl Desert Fortress 
C—CircLe. of Stories #8- 




Outfyinff Fort Circle of Stones 
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Section 12 



A&C-Arv Oasis- 
B-Tke. kidcUtv City of AjzloL. 
T>(ScK-T>arL Sterna Tower. 
E/F/G del — JL oatcl Pits. 




'Dark. Sterne- Hmrer JLcum, Pi± 




Section 13 






Section 14 



A— Circle of Stands #9. 

B —The City of /Vlartieim- A filxiee tor rest/ stcrok. lift cm 

sullies/ anA/firul treasure. 
CsVfsG&H-OU Lo-g Cabins- 
I— Circle, of Stones #10. 

J —The SaereA Shrine of Far file XVtixr Havre Gome 
Before. The Shrine is guarded (r£ the Dream, 
Knight. 

K—TorlridAen Keeft. Within- is cl "damsel in distress-' 
fyyM, can saxre her %om, wilL reeeixre treasures tor aid, 
ycrvL on, your attest. 



A- 



JUA • 1, 



Circle cf Stcmes 




/\AaAveim, 




Section 15 



A — BcL^sid^ CcLStU. 






Old CUtstU 



11 I i 1 1 1 '- I l M I I 





Section 17 
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Section 20 





STagical litems 




T/^e GiaSS Vials 

QLxlss Vials cure, useful for inerexusuug Low 
^ritality prints . T)rinh them, after or during a, 
(rattle,. T>rinhintf Vials will sometimes helf- 
tc allay fatigue, or hung~er for a, short while-. 
TDcr not use the. Vials if your Reality furints 
arc alrcmre yj of your (rra,xrery prints* The, 
Vials cure, useless cut that time. Keep- a, ctcrcrd 
Stcrch ofthern a^ailalrLe* Vials can (tc 
pxirchased at your Lcrcal Inn and arc often 
firuncL on the, (rcrdies erf SheletonS and Ogres* 



~Tft& Qrcejv Jewels 

Green, Jewels cure, u^efulfor (ig^htinxt the. 
darh* A Green, Jewel can- (re, used, alsrnxf with 
cl Birch Tbtenv/ (in that order)/ ify<ru> are (erst 
and, trcLxrelinfi cut night. It is aiscr useful 
when 2^u> arefucthjtinff cut nictht* Green 
Jewels cannot (rc purchased* Jewels can (re, 
Jxrund crniy on the, (ro-dies of Skeletons or as 
treasures* 





The- Bird Totems 

Bird- Tcrtems cure, us as 2^crxc are, 
here symbols* BirdTotems are, cl 
great, help- tcr yo^flnAintf yourctaal. 
Keep- in mind that the. Bird Totem 
dcres not, always center ycru, crn the. 
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cxrm^Mter screen* It is often an indiexution that yem are, 
near something interesting if the. Totem shows ycru, near 
the edge erf the screen* Bird Totems are very useful when 
trcL\reling thrcruxfh the Grirnwo-crd /VLaz-es and cum (re 
fmr chased at your Lrcal inn at cl hixth price. They are often 
fcru,nd on the, (ro-dies of foes or in seemingly empty 
(ruildings* Bird Toterns do- not worh ujxxlergrcrund. 




T/i^e JaxLe^ Skulls 

JcLcLe Shulls cure used for kilLinxf ycrur feres. 
J axle Skulls are es^-eeially u^efulfor 
kiJ-(i rL tf groLu^s of attxLckincf wraiths or 
(rowrnen (nasty critters) . Jaa\e Skulls 
exunnot (re purchased,. They eon (re found 
only Lrv the, remains of some wraiths or as 
treasure. 



T/^e QaLl KintfS 



GcrLd Kinffs cure used, to- momentarily stcrp. time, 
you, can / for example, use cl Gold King tcr stcrp. 
ycrur o-fzfLonent when (reing~ attached. While 
^crur o-p-pxrnent is frcrzjen in time, yc^u rruay tahe, 
his wexLjum/ then/ when the King wears off, 
full him, . . . with his own wexupxrnl This is a, 
great way tcr cLcx^ure cl sword, you* will 
definitely need a, sword, yon, exunnot full 
something- when it has (reen sto-p-ped in time,. 
GcrLd Kings are also- useful for stcr^ping the 
Dragon, yon, can then walh past her inter her 




cave, to search for the /VLagic Wand* Kenvemlrer, yon will 
need another King to stojz. the Dragon on your way out of- 
the cave It is furssiole txr get cmt of the cave without using 
a Gold King* ^foM> have to carefully pla,y 1 dodge. W with, 
the Dragon S fire Crolts* 




T/te Cr^staL Orlrs 

Crystal. Ortrs cure, used, to find hidxlen 
chrcrrs in the Tomhs ofrlernsath* 
There., the. Or(rs are. a. definite, help- to 
you finding (roth a, golden statute. and 
cl (rone.* 



IlIv^ B/j^e Starves 

Blue. Stones cure, used tv transport yon 
frorn erne. King of States tv cLno-ther, 
depending crn what direjetxon y^^u are 
-facing* The. Stones are. a help- for 
getting across the country (tydehkfc 
There, is a, 'Stone King Directory later 
in the (rooh. 




Special 
magical Items 




Tk^SkAL 

The SheLL is used, to- call the Sea. Turtle 
whxr will tahe y^rn anywhere ^tru, want to- 
ga via. direct water route* She will not 
corne if y<ru are, unhind and y<ru can, lose 
the Shell if^Ws do unkind deeds* The 

can (rc found in the \Vatc,htower at 
the eastern edge ofrlolrn/ or, the Shell 
rnay (re, given, to- y*ru fry the Sea, Turtle in 
return for saving her eggs at Turtle. Point. 



The Wand is the mxrst 
pxrwerful wea^xrn and 
firopects (rolts of- dragon, 
fire.. It can, Ire. found in the 
Dragons Cave; you will 
need it! 




The Suns tone is used to made the 
Witch of the Qrinvwoods vulneralrlc to 
attach* you can- acayUre the Sunstone 
only (ry defeating the Dream Knight. 
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T/^e /VLaxfic, I^asscr 

The, Lasso- is used, tcr catch the. Golden, 
Swan who- canfiy almost anywhere ync 
want tcr go- via air. The JLasscr is held, by 
the\Vitch ofithe Grrimwcrcrds - 



T^e Rose 

The, Kjxse, alhrws ^^SS the JLahe ofi 

Tire, without harm* The, Kose, can, (refimnxL 
in the. Hidden, City of AjloI. 




It is the, Berne of the, Ancient King, ifi^cru 
find it/ (in Hernsath s Txrrnfr) , gi\re it tcr the. 
Spectre, hie, wiiL (re, waiting for j/trtc in the 
crypt/ irv the. graveyard, at midnight. He 
also- wants the. E-vil Ne^cnnxuxcer dead. He, 
will give ym, some, assistance there,. 



Xtve. Cr^staL StvarcL 

The, Shard helps you tcr cross the, energy 
(rarrier in the Evxl Neeromancers castle/ 
the, CitadeL ofiT)crcmv* 




Compliment of 
Characters 



She, can (refirund wear her 
eggs at Turtle Voint or f she, 
can (re, called by the, Shell/ 
finmd in the, \VatcJvtower. 
The, Sea, Turtle, will tahe 
you anywhere, y*u want to- 
ga in a direct crcean route,. 
Kernernlrer/ she, reacts well 
tcr kindness* 





The, snahes can (re, ejv^cmntered 
in the, swamp or at Turtle Voint 
trying tcr destroy the, SexcTwrtle, 
eggs* They are. Lethal ifi^yu ewe. 
past starting out. ifiyrux 
(rravery points are, very high/ 
along with high vitality 
points/ the, snakes will not (re, 
able tcr hill y?u* Scr f ifi yn^jeel 
(ihe ignoring them/ Yyu, may 
end iLp with cc pach of snahes 
firllowing you, aroxtnd (ihe silly 
px^ppi do-gs. 
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T/^e Sorceress 

She Lives within the Cr^staL 
VaLace. She is the keeper of- one 
of the Gcrlden Statues- if^OM, 
are down, on, ^OMr Luek/ Wave, a 
word or \xvxr with. Iter. you, wilL 
(re, surprised, at what happens* 



yinc wilL need, her use, a 
RLruf tcr get past her inter her 
caxre. In her cave Lies tine 
/VLaxfic, Wand. Keep- in mind 
that ycnvLL need, another QcrLxL 
Ring tcr get out crfth,e cave., if 
yoM, are, (rrave (some, would, call 
itfxrolish)/ can, time tine 
T)ragonS Irlasts and, trg tcr 
mcrve past and, (retween, them, 
without using a, Gold, King. It 
can, Lre, done. 
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She resides in a, castle at th,e center erf 
th>e Grimwxrcrds • To get there yene nvust 
gcr through an- underground, passage* 
She WxrLAs the nvagic Lasso which is 
used, tcr capture the Golden, Swaru* you, 
wilL need the Suns tone to- render her 
vuXneralAe. She herLds cc pxrwerfuL (ream, 
of Light that kills Y^ru verY dead,. The 
Suns tone makes it so tfuit the Witch, 
can onJ^Y $w round, and, round with the 
(ream, in a, rhyth^m,- you, can then/ dart 
irv, kill her and cpralr the JLasscr. 





The Gcrlden Swan can, (re 
found, on (what else?)/ 
Swan, Isle. It Lies 
SOMthwest on, the map.. 
The Swan, can, take Y 01 *- 
almxrst anywhere in hhrLm, 
via, air. you, wilL need the 
magic Lasso- txr catch her. 
The Swan, mxrves verYfast 
and it takes practice tcr 
control her. 
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X(ve, Drexunv Knixt(vt ctivards tlve, SacrexL 
Shrine erjVeer^le, W(ver riawe, Genvc Before,, 
hie, (verbis tlve, Sivnstcnve,* X(ve, Shrine^ is 
(vixhien, Lrv tlve, nvcnvntalns senitJv erf 
/VLarWeinv* 





Xlv^VVraith, 

llrulejixL Baxhpr(s. Xfve^ 
are, clijjLxudLt tcr (dli cl*\Jl 
exrerv (var&er tcr nuv awa^ 
jrcrnv. tfYyM, are, (fyvick./ ^eru 
cruv "taJkje! 1 jrcrnv tlvejnv as 
j^tnt (dlL iSverrv* X(vat, was^ 
yenv mxv£ ctet, (rcrcrt^ jremv 
tlvenv* Otfverwise, a. Larete, 
jzJtrcznxxLcte, oj tlvenv 
cfjvuikl^ jaule, awa^ 
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Xlve, skjebdtcrns cure, ratlver sinvfzle, 
(stufiicL) creatures . Xtve,^ are, extsil^ 
(uliexL. X(ve, Skjeleterns are, ojtejv jcnvnJi 
carrying QLass Vials err Qrexuv Jewels- 
yirvc n\xv£ next want tcr try killing ail 
(rut enve, anxl ycrxv (IjhvcL tlvat (ve!(l 
cl\xcse, Y crit everywhere, . . .sLcrwiy. E.\rejv 
rcnvnxt anx\ rcnmA a, (ms(v- X(vey (ixcxre, 
a, (jjTvLtexL aJ±xjvticnv Spxuv anxi tlvey 
crjtejv (rivnv^ inter viralls . 



X(ve, wisenveJV (ixcve, 
cryptic werrds erf 
wischrnv tcr fuiss 
env tcr ycrvv. 





Xlve, Kaneters always Wave, \rery 
usejul injerrnvatiern* XalA, tcr tlvenv 
wiverv Seje, tlvenv- 




B exfetars can, (re, CArrvfusexL with, 
wisenvesv- - . e^cce^-tjerr ttvelr attire, anxi 
,\ ccmsta,nt y^eilirut jor aims • 




/Vteuuty ittfty, tfreeJ%, utftyf 
and, txruxfh/ not ixr rnjention 

X/te Qa(Ai*v 
Bcrnrrn^yv 

Not ^fiite as u^/^ ^ o~cfreS/ (mJt (re. 
cxLTeful, their arrows are-J-ar mxrre, 
clxuidfy. 

ycmr (rest (ret at killing these, 
critters is txr allow them, to~ 
j^ax±icxdb^ crawl. right on txr 
j4rLc. you, can't really kill thejnv 
until the% are, that close, txr ^tru,. 





So, who~ dxr ^iru, thinh-fytes u£ all thxrse. 
woundxJL Ogres and, raises all those, 
undeaxi SkjeLetons and\Vraiths? Where, 
ixr ycru think- tfte. Evil Horde, gets their M 
endless su^l^ of swords, mxLaes, dirks 
and (rows ? Vs/(v^, jrorn thx~ Evil 
N ejcrornxinx^er oj~ cxrurse.. It s cl dirt£ j/r(r, 
(rut he. Loves it* rle!s the. one. who- taok. 
yoxtr Talis rnxuv ! 
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Weapons 




Stone King 
Directory 



YOU ARE AT 

LsL& oj- Sorcery (x) 
FACING POINT OF ARRIVAL 



WEST 

NORTH WEST 
NORTH 
NORTH EAST 
EAST 

SOUTHEAST 
SOUTH 
SOUTH WEST 



BURNING WASTE (8) 
SNOW MOUNTAINS (2) 
GREAT BOG (7) 
TAMBRY (6) 
LAKE OF DREAMS (3) 
VALLEY (9) 
RIVER (10) 
SOUTH (11) 



YOU ARE AT 

S rumr /VLai^ntuxinS (^) 
FACING POINT OF ARRIVAL 



WEST 

NORTH WEST 
NORTH 
NORTH EAST 
EAST 

SOUTH EAST 
SOUTH 
SOUTH WEST 



WEST OF GRIMWOOD(4) 

GREAT BOG (7) 

TAMBRY (6) 

LAKE OF DREAMS (3) 

VALLEY (9) 

RIVER (10) 

SOUTH (11) 

BURNING WASTE (8) 



YOU ARE AT 

JLoSul aj-lDrexirns (3) 
FACING POINT OF ARRIVAL 



WEST 

NORTH WEST 
NORTH 
NORTH EAST 
EAST 

SOUTHEAST 
SOUTH 
SOUTH WEST 



SNOW MOUNTAINS (2) 
VALLEY (9) 
RIVER (10) 
SOUTH (11) 
BURNING WASTE (8) 
WEST OF GRIMWOOD(4) 
EAST OF GRIMWOOD(5) 
ISLE OF SORCERY (1) 



YOU ARE AT 

West oj~ GrLmMnrcrcL (q) 
FACING POINT OF ARRIVAL 



WEST 

NORTH WEST 
NORTH 
NORTH EAST 
EAST 

SOUTHEAST 
SOUTH 
SOUTH WEST 



RIVER (10) 

EAST OF GRIMWOOD(5) 
ISLE OF SORCERY (1) 
SNOW MOUNTAINS (2) 
GREAT BOG (7) 
TAMBRY (6) 
LAKE OF DREAMS (3) 
VALLEY (9) * 



YOU ARE AT 

East aj- GrLrrunnrcrcL (j ) 
FACING J POINT OF ARRIVAL 



WEST 

NORTH WEST 
NORTH 
NORTH EAST 
EAST 

SOUTHEAST 
SOUTH 
SOUTH WEST 



SOUTH (11) 

ISLE OF SORCERY (1) 

SNOW MOUNTAINS (2) 

GREAT BOG (7) 

TAMBRY (6) 

LAKE OF DREAMS (3) 

VALLEY (9) 

RIVER (10) 



YOU ARE AT 

l^arnlrr^ (G) 
FACING POINT OF ARRIVAL 



WEST 

NORTH WEST 
NORTH 
NORTH EAST 
EAST 

SOUTH EAST 
SOUTH 
SOUTH WEST 



ISLE OF SORCERY (1) 
LAKE OF DREAMS (3) 
VALLEY (9) 
RIVER (10) 
SOUTH (11) 
BURNING WASTE (8) 
WEST OF GRIMWOOD(4) 
EAST OF GRIMWOOD(5) 
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YOU ARE AT 

Great Btr^ (j) 
FACING POINT OF ARRIVAL 



WEST 

NORTH WEST 
NORTH 
NORTH EAST 
EAST 

SOUTHEAST 
SOUTH 
SOUTH WEST 



EAST OF GRIMWOOD(5) 

TAMBRY (6) 

LAKE OF DREAMS (3) 

VALLEY (9) 

RIVER (10) 

SOUTH (11) 

BURNING WASTE (8) 

WEST OF GRIMWOOD(4) 



YOU ARE AT 

Buxru^ruf Wastes (8) 
FACING POINT OF ARRIVAL 



WEST 

NORTH WEST 
NORTH 
NORTH EAST 
EAST 

SOUTH EAST 
SOUTH 
SOUTH WEST 



VALLEY (9) 

WEST OF GRIMWOOD (4) 
EAST OF GRIMWOOD (5) 
ISLE OF SORCERY (1) 
SNOW MOUNTAINS (2) 
GREAT BOG (7) 
TAMBRY (6) 
LAKE OF DREAMS (3) 



YOU ARE AT 

Valley (y) 
FACING POINT OF ARRIVAL 



WEST 

NORTH WEST 
NORTH 
NORTH EAST 
EAST 

SOUTHEAST 
SOUTH 
SOUTH WEST 



GREAT BOG (7) 
RIVER (10) 
SOUTH (11) 
BURNING WASTE (8) 
WEST OF GRIMWOOD (4) 
EAST OF GRIMWOOD (5) 
ISLE OF SORCERY (1) 
SNOW MOUNTAINS (2) 



YOU ARE AT 

Hixrer (to) 
FACING POINT OF ARRIVAL 



WEST 

NORTH WEST 
NORTH 
NORTH EAST 
EAST 

SOUTH EAST 
SOUTH 
SOUTH WEST 



TAMBRY (6) 
SOUTH (11) 
BURNING WASTE (8) 
WEST OF GRIMWOOD (4) 
EAST OF GRIMWOOD (5) 
ISLE OF SORCERY (1) 
SNOW MOUNTAINS (2) 
GREAT BOG (7) 



YOU ARE AT 

Scruifv (tx) 
FACING POINT OF ARRIVAL 



WEST 

NORTH WEST 
NORTH 
NORTH EAST 
EAST 

SOUTHEAST 
SOUTH 
SOUTH WEST 



LAKE OF DREAMS (3) 
SOUTH (11) 
BURNING WASTE (8) 
WEST OF GRIMWOOD (4) 
EAST OF GRIMWOOD (5) 
SNOW MOUNTAINS (2) 
GREAT BOG (7) 
TAMBRY (6) 



Keys and Boors 

KEY COLOR DOORS 

QcrUL — Thrcrne, rcrcrrn,/ QcrUL dxrars in- the Xcrrnxrs &f 

Yiern^aJth 
Green. — Keeps 
Blxxe — Crystal- VaXxxee dxrors 
RexL — HuLcUjv cLv-ots 

Qre^ — Qre^ dxrerrs 
White — Castle cLrcrrs 

more Interesting 
Points 

At VertriMlurn, /VLanxrr nxexL a, rninirnurn, erf 3 ke^S txr 
cfet inter aruL erect erf. yenx rnxu£ be axtaehexL Jrcmv wxthxrc* 
A, raft rnxv£ (rejxrunxL cut ti\e scnxthwesterL}/ exXxte erftixe, 
JLa.he erf TDrexxrris . 

ij-yavi are dxrnrn, crrv ^tntr bxcIL/ ctcr ax\A, taJJx txr the 
Sorceress i*v the, Cr^staL VaLaee. 

yent shxrulA, cxrnstxxntL^ clxech, uxeilxlxnxfS jxrr (rcrert^. cWerv 
tfycrix ^ Lvre ernptieA, a, (nxilxlxnxf it scrmetxrnes $ets 
restcrckexL with, ^ gacrcXxes ' Always chee^jerepSjxees » 
Irv ever^ keep- t/tere is cx secret vxra^ in- thxcnxgh the 
ehxrruve^. 

The Priest exux hexxi yenxr xritalit^ pxrints ixp txr 
rnxxpeirnxenx. 

After ^crxe aehiexre a. pxxrtLeixlxxr nxvrrjcrer erf(rra,xrer£ pxrints 
^crvt are jzrax^fziexilL^ inwinxiilrle. OnJb^ (rcrvvrnen,, ircrwixinxf 
anxL higher pxrvvers exux harm, Yy^* lj~Ycriir h^k, CU ^A 
xritxxlxt^ pxrints are high txra f tr£ ycrvur hxxnxi atjxghtxng 
the \xnx\exxa\ unxLer water. It s hxLarierus . 



Mtrfce^ 
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